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Wihd Drake 


Flying is an ability that makes 
creatures harder to block, 


Only a creature with flying can 


block another creature with flying. 


A flying creature can also swoop 
down and block creatures on 
the ground. 


SEE PAGE 22 TO LEARN MORE 
ABOUT FLYING. 


FONG 


Prevent all combat damage that 
would be dealt this turn, 


EACH PLAYER GETS AN INSTANT. 


Instants are like sorceries. You play them, they have aneffect, and then 


they go into your graveyard. 


Unlike sorceries, you can play instants almost anytime—even during your 


opponents turn! 


THE SILVER, PLAYER GETS 
DIS ENCHANT. 


Disenchant can destroy any artifact 
or enchantment. (Both players will 
have one artifact and one enchant- 
ment in their decks.) 


THE GOLD PLAYER GETS FOG. 


Fog can prevent all the damage from 
an entire attack, Just wait for your 
opponent to attack with a lot of 
creatures and then play Fog. You 
wont take any damage, but your 
opponents attackers will still be 
tapped! 


SEE PAGE 13 TO LEARN MORE 
ABOUT INS TANTS . 


Destroy target artifact or enchantment. 
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EACH PLAYER GETS A CREATURE WITH AN ACTIVATED ABILITY. 


the elves knowing it. 


You can play activated abilities almost anytime, just like instants. 


an 


Activated abilities always have a colon (“:") in them. The part before the 
colon is the cost. The part after the colon is what you get for paying the 
cost. 


Honor Guards ability makes it 
tougher for each ® you spend. 
The effect lasts for the rest of 
the turn. 


The ability of Llanowar Elves costs 
&. That arrow means you have to 
tap the Elves to play their activated 
ability. You can tap the Elves to get 
®, just like youd get from tapping a 
forest. 


SEE PAGE 15 TO LEARN MORE 
ABOUT ACTIVATED ABILITIES . 
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pet creature or player. 
Its wings were only designed to be 
ornamental, bur it learned to use thent 
on its own. 


relic from ancient times . . . 


us, mean-spirited Lintes. 


EACH PLAYER GETS AN ARTIFACT. ARTIFACTS STAY IN PLAY 
JUST LIKE CREATURES AND LANDS. 


Artifacts dont have any colored mana in their mana costs. That means 
you can pay for them with any Kind of mana. 


THE SILVER PLAYER GETS ROD 
OF RUIN. 


P nib 3, ®: Rod of Ruin deals 1 damage to 
It has an activated ability that can target creature or player. 


The vod is a relic from ancient times . . . 
deal 1 dam UNE to a creature or cruel, vicious, mean-spirited times, 


player. 


THE GOLD PLAYER GETS 
PATAGIA GOLEM. 


3: Patagia Golem gains flying until 


Its an artifact creature. It can end of turn. 

attack and block just like other Its wings were only designed to be 
ornamental, but it learned to use them 

creatures. on its own. 


An artifact creature can be affect- 
ed by anything that affects artifacts and anything that affects crea- 
tures. 


The Patagia Golem also has an activated ability. You can pay 3 to give it 
flying for the turn. 


SEE PAGE 12 TO LEARN MORE ABOUT ARTIFACTS AND ARTIFACT 
CREATURES . 
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Enchanted creature gets +1/+2. 
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EACH PLAYER GETS AN ENCHANTMENT. ENCHANTMENTS STAY 
IN PLAY, JUST LIKE ARTIFACTS, CREATURES, AND LANDS. 


THE GOLD PLAYER GETS ORCIS H Enchantment 
ORI FLAMME. 


It makes your creatures more pow- Attacking creatures you control 
‘ ; get +1/+0. 
erful while theyre attacking. 
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THE SILVER PLAYER GETS HOLY 
STRENGTH. 


Its an enchant creature card. When Enchanted creature gets +1/+2. 


you play it, you pick a creature to 


put it on. 


Once you pick the creature, you 
cant move Holy Strength to another creature later. 


You put the card right under the creature you pick. That creature gets 
+1 to its power and +2 to its toughness. 


Think of enchant creature cards as equipment. If a creature leaves play, 
so do any enchant creature cards on it. 


SEE PAGE 13 TO LEARN MORE ABOUT ENCHANT MENTS . 
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IT'S NOT A TYPICAL RULEBOOK, YOURE NOT S$ UPPOS ED 
TO READ IT FROM FRONT TO BACK 


IF YOU FORGET HOW $ OMETHING WORKS, OR COME UP 
WITH A QUESTION YOU CANT ANS WER, LOOK IT UP 
HERE. 


THE FIRST PART OF THE RULEBOOK (PAGES 8-23) TELLS 
YOU MORE OF THE DETAILS ABOUT HOW TO PLAY THE 
GAME. 


THE SECOND PART (PAGES 24-58) IS THE GLOSS ARY 
WHERE YOU CAN LOOK UP WORDS YOU WANT TO LEARN. 
MORE ABOUT. (THEY RE IN. ALPHABETICAL ORDER,) THIS 
IS HOW YOU'LL US UALLY US E THE RULEBO O K, 


IF YOU CANT FIND THE ANS WER YOURE LOOKING FOR, 
CALL US AT 1-800-324-6496. WE CAN ANS WER ALL 
YO UR. QUESTIONS. 


ae 


C ontents 


Introduction 


Section 1: The Basics 
Equipment 
Object of the Game 
How to Start the Game 
Parts of a Magic® Card 
Key Terms and Symbols 
Card Types: Artifact, Creature, 
Enchantment, Instant, Land, Sorcery 
Zones: Library, Hand, In Play, Graveyard, The Stack 


Section 2: Spells, Abilities, and Effects 
The Golden Rule of Magic 
What’s a Spell? 
What's an Ability? 
How Do | Play a Spell or Activated Ability? 
How Do | Play a Triggered Ability? 
The Stack 
How Do Spells and Abilities Resolve? 
What’s an Effect? 


Section 3: Turn Structure 
1. Beginning Phase 
2. Main Phase 
3. Combat Phase 
4. Main Phase (again) 
5. End Phase 


Section 4: Creature Abilities: 
First strike, Flying, Haste, Landwalk, Regeneration 


Section 5: Glossary 
Questions? 


Credits 


yA ay Sa 


fi 


Introduction 


So you've played through a game with the play guide. You know how to 
play lands and creatures. You know how to attack and block. Now you're 
ready to learn more about the Magic: The Gathering® game. 

This rulebook works like an encyclopedia. You can read it through if 
you want, but it’s really for looking things up when you have a question. 
(If you haven’t played through a game with the play guides yet, this rule- 
book probably won’t make much sense to you.) 

The easiest way to learn Magic is from a friend who already knows 
how to play. But someone has to be the first to learn, right? Here’s the 
best way to learn how to play: 


e Grab a friend. Use the silver and gold decks and 
the play guides in this box to learn the basics. 
Then play a few games on your own. 


e — If you bought the version with the CD-ROM 
inside, install it and play against the computer. 


e Once you know the basics, open the booster 
included in the box. It contains new types of 
cards for you to add to your decks. 


¢ Go to the front of this rulebook to learn a little ra) 
bit about those new cards. Then add the cards ‘ 
to your decks and play some games. 


rulebook. If you can’t find the answers you’re 


e — If you have any questions, look them up in this ? 
looking for, call us at 1-800-324-6496. 


Okay, it’s time to talk about rules. Words and phrases in brown are things 
you can look up in the glossary. The glossary starts on page 24. 
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Equipment 


You need the two Magic decks and the two playmats that came in this 
box (or something else to keep track of the life totals). When you're 
ready to start building your own decks, each player will need a deck of 
at least sixty cards, with no more than four copies of any card except 
basic lands. There’s no maximum deck size. 


Object of the Game 


Reduce your opponent's life total to 0 before your opponent does the 
same to you! You also win if your opponent has to draw a card when 
none are left in his or her library. 


H ow to Start the Game 


e You start the game with 20 life. 


¢ Tossa coin to see who goes first. Whoever goes first skips the first 
draw step (that player doesn’t get to draw a card). If you’ve just 
played a game, the loser of that game deddes who goes first. 


'¢ Shuffle your deck. Then draw the top seven cards. If you don’t like 


your starting hand, you can mulligan. To do this, reshuffle your hand 
into your library and draw a new hand of one less card. You can do 
this as many times as you want, but you draw one less card each 
time. 


* Once both players are satisfied with their starting hands, the game 
starts. 


: Prodigal Sorcerer deals | damage 
target creature or player. 


a. Name d. Expansion Symbol 
b. Mana Cost e. Text Box 
c. Card Type f. Collector Number 


Name. A card’s name appears in the upper left corner. When a card’s 
name appears in its text box, it means only that copy of the card, 
not others in play. 


Mana Cost. Each symbol in the upper right corner is part of the cost to 
play that spell. If the mana cost reads2, you pay one blue mana 
(from an island, for example) plus two mana of any kind to play it. 


Card Type. This tells you whether the card is an artifact, artifact creature, 
creature, enchantment, land, instant, or sorcery. If it’s a creature, its 
creature type (such as Goblin or Wizard) appears next to the word 
“Creature.” If it’sthe kind of enchantment that attaches to another 
card, it will read “Enchant Creature,” “Enchant Land,” or something 
similar. See page 12 for more details on each card type. 


Expansion Symbol. This symbol tells you which Magic expansion the card 
isfrom. (The Seventh Edition expansion symbol is 7 ). It’s the sev- 
enth edition of the Magic basic set.) The color of the symbol tells you 
the card’s rarity: black for common cards, silver for uncommons, and 
gold for rares. 


Text Box. This is where a card’s abilities appear. Flavor text might also 
appear here; it’s the text in italics (italic text looks like this) that tells 
you something about the Magic world. Flavor text has no effect on 
game play. 


Collector Number. The collector number makes it easier to organize your 
cards. For example, “94/350” means that the card is the 94th of 350 
different cards. 


—_ 4 Fa ¢£ 
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Tapping. Tapping is the Magic game’s way of show- 


K ey Terms and Symbols 


Mana. Think of mana as Magic money—it’s what you use to pay most 


costs. Lands (and some other cards) make mana, which goes into 
your mana pool. Your mana pool is like an imaginary wallet where 
mana is stored until you spend it. 

Like money in your wallet, mana left in your mana pool will 
“burn a hole in your pocket.” At the end of each phase, you lose 
1 life for each unused mana in your mana pool, and the mana disap- 
pears. This is called mana burn. 

Each mana can either be one of the five Magic colors or color- 
less. When a cost requires colored mana, you'll see colored mana 
symbols (# for white, @ for blue, ® for black, @for red, # for 
green). When any kind of mana can be used to pay the cost, you'll 
see a symbol with a number in it (like 2). 


Permanent. Artifacts, artifact creatures, creatures, and enchantments are 


put into play when they resolve. Lands also stay in play once you 
play them. These cards are called permanents because they stick 
around unless something removes them from play. (Instants and sor- 
ceries go to your graveyard when they resolve.) 


ing a card has been used. To tap a card, turn it 
sideways. At the beginning of each of your 
turns, you untap your tapped cards so you can 
use them again. 

The symbol “@” means “tap this card.” It 
usually appears in an activation cost. 


Target. When a spell or ability contains the word “target,” you choose 


what the spell or ability will affect when you play it. For example, 
Prodigal Sorcerer’s ability reads, “@: Prodigal Sorcerer deals 1 dam- 
age to target creature or player.” When you play this ability, you 
choose a creature or player for the Sorcerer to deal 1 damage to. 


Card Types 


¥ There are six types of Magic cards: 


Artifact 


Artifacts are colorless permanents that 
represent magical objects. You can play arti- 
facts only during your main phases when the 
stack is empty. (You'll learn about phases and 
the stack later.) Artifact creatures can attack 
and block just like other creatures. An artifact 


creature can be affected by anything that affects artifacts and any- 
thing that affects creatures. 


Creature 


Creatures are permanents that can attack and 
block. You can play creatures only during your 
main phases when the stack is empty. 

Creature cards have numbers in the lower 
right corner. The number to the left of the 
slash is the creature’s power. That’s how much 
damage the creature deals in combat. The 
number to the right of the slash is the creature’s toughness. That’s 
how much damage it takes to destroy the creature. 

A creature can’t attack, and you can’t play any of its abilities 
that have @ in the cost, unless the creature has been in play under 
your contro! since the beginning of your turn. (You can still use it to 
block—if it’s untapped—and play its other abilities.) 


Enchantment 


Enchantments are permanents that represent magical resources. You 
can play enchantments only during your main phases when the stack 


is empty. 

There are two kinds of enchantments: jj = 
those that stand alone while in play and those > 
that attach to other permanents. If an a, & 


enchantment’s card type is simply 5 
“Enchantment,” you put it into play just like 
an artifact or creature. If it’s “Enchant oo 
Creature” or “Enchant Land” (or any “Enchant 
”), you can attach it only to that type of permanent. 

When you play an enchantment that attaches to a permanent, 
the enchantment spell targets the thing that will be enchanted. That 
means you'll have to decide what the enchantment will be attached 
to when you play it. 

If a permanent with an enchantment attached to it leaves play, 
the enchantment is destroyed. It doesn’t just float around with noth- 
ing to enchant. 


Instant 
Instants are spells that you can play any time i : ey 
you have priority, even during your oppo- AEs) | > 
nent’s turn or in response to another spell. } | 
(You'll learn about priority later.) Instant spells "7 a 


don't stay in play. They go to their owners’ 
graveyards after they resolve. oa — 
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Land 


Sorcery 


Lands are different from other cards because they never count as 
spells. That means they can’t be countered, and playing a land 
doesn’t use the stack. 

Most lands are permanents that have mana abilities (abilities 
that make mana). You'll usually use lands to pay for spells and abili- 
ties. You can play only one land each turn and only during one of 
your main phases when the stack is empty. 

Each basic land has a mana ability that makes one mana of a 
particular color. Here are the basic lands: 


Each has a symbol in its text box that tells you what type of 
mana you get when you tap it. Any other land isa nonbasic land. 


Sorceries are spells that you can play only dur- 
ing your main phases when the stack is empty. 
Sorcery spells don’t stay in play. They go into 
their owners’ graveyards when they resolve. 


Zones 


Zone is the Magic word for an area of play. Cards can be in one of five 
different zones: 


Library. This is the deck of cards you use to play the game—your draw 


pile. It’s kept face down, and the cards stay in the order they were in 
at the beginning of the game. No one can look at the cards in your 
library. 


Hand. This is where cards go when you draw them, just asin most other 


card games. No one except you can look at the cardsin your hand. 
During the cleanup step, if you have more than seven cards, you 
have to discard until you have seven. 


In Play. This is the area in front of you where you put your permanents. 


You can arrange your permanents however you want (we recom- 
mend putting lands closest to you), but your opponent must be able 
to see them all and tell whether they're tapped. 


Graveyard. This is your discard pile. Your spells go to your graveyard 


when they resolve. Your cards go to your graveyard when they're 


discarded, destroyed, sacrificed, or put there by an effect. Cards in 
your graveyard are always faceup and anyone can look at them at 
any time. 


The Stack. This is where spells and abilities go after you play them. They 
wait there to resolve until both players are done playing stuff. Then 
the spells and abilities on the stack resolve from top to bottom (the 
last one played ison top). All players use the same stack. See page 
17 for more about the stack. 


Section 2: Spells, Abilities, and Effects 
The Golden Rule of Magic 


Whenever a card’s text contradicts a game rule, the card wins. For exam- 
ple, you get only one combat phase each turn, but Relentless Assault 
says, “You get an additional combat phase followed by an additional 
main phase this turn.” For a turn, it overrides the rule that you only get 
one combat phase per turn. 


W hat’s a Spell? 


A card isa spell from the time it’s played until it resolves. When the spell 
resolves, it goes to its owner's graveyard (if it’s an instant or sorcery) or is 
put into play (if it’s anything else). Even creature cards are spells while 
they're being played. For example, when you play Wind Drake, you’re 
actually playing a Wind Drake spell. When the spell resolves, it puts the 
Wind Drake creature into play (the spell becomes a permanent). 

There’s one exception: land cards are never spells. They're simply put 


into play. 
ii What's an Ability? 


An ability is like a spell printed on a permanent. Many abilities have 
costs, and you play and resolve most of them just like spells. 

Once you play an ability, it doesn’t matter what happens to its 
source. If you play Prodigal Sorcerer’s ability and then the Sorcerer is 
destroyed, the ability will resolve anyway. 

There are three types of abilities: 


Activated ability. You play an activated ability — puseguesuceeeenyyeeazpperees 
by paying its cost. All activated abilities 
have a colon (“:”) in them. The part before 
the colon is the activation cost. The part 
after the colon isthe effect you get when 
you pay the activation cost. For example, * ; 

“®: Draw a card” means if you tap the per- “Know eage is a fea 
manent with the ability, you draw a card. 
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You can usually play activated abilities with @ in their costs only 
once a turn because you can’t tap a permanent if it’s tapped already. 
You can play activated abilities without ¢ in their costs as many 
times as you can pay the cost. 

You can play an activated ability any time you could play an 
instant (whenever you have priority). It goes on the stack and waits 
to resolve just like an instant. 

You can only play the activated abilities of permanents you 
control. 


Triggered ability. An ability that starts with the word “when,” “whenever,” 


or “at” isa triggered ability. You don’t play a triggered ability. It just 
goes on the stack automatically when its trigger event occurs. 

For example, Venerable Monk reads, 
“When Venerable Monk comes into play, 
you gain 2 life.” The trigger event is the 
Monk coming into play. When that hap- 
pens, the Monk’s ability goes on the stack. poe comes into 
When it resolves, you'll gain 2 life (if you seni 
were the one who played the Monk). age as on sent a ti 

You can’t choose to ignore or delay a 
triggered ability. If the trigger event occurs 
more than once, the ability goes on the stack once for each time the 
trigger event occurs. 


q 


Static ability. You don’t play and resolve static abilities like the other two 


ability types. When a permanent with a static ability comes into play, 
the ability’s effect simply “turns on.” It stays on as long as the per- 
manent stays in play. (Static abilities create 
continuous effects.) y= oun mM 
Most enchantments have static abili- =a F 
ties. For example, Levitation reads, 
“Creatures you control have flying.” Once Creamures you control have flying. 
Levitation isin play, you don’t have to pay |= mon 
a cost to give your creatures flying. They 4 the pound Lat take i fi than 
just have flying until Levitation leaves play. 


H ow Do! Play a Spell or Activated Ability? 


* You can play spells and abilities only when: 


e — it’s your main phase, 
e nothing is on the stack, 
e and you have priority. 


Instants and activated abilities are the exception. You can play them on 
your opponent’s turn and when another spell or ability ison the stack 
Waiting to resolve. You can play them whenever you have priority. 


When do you get priority? The active player (the player whose turn 
it is) gets priority at the beginning of each step and each main phase— 
except for the untap step and the cleanup step. (See pages 20-22 for 
more on phases and steps.) 

When you get priority, you can play a spell or ability or pass. If you 
pass, your opponent gets priority. Also, after a spell or ability resolves, 
the active player gets priority again. When that player passes, the oppo- 
nent gets priority again. This goes back and forth until both players pass 
in a row. (This isn’t really as complicated as it sounds. Just remember that 
you get the first chance to do things on your turn.) 

To play a spell or ability, follow these steps: 


1. Tell your opponent what spell or ability you're playing. If it’s a spell, 
show the card to your opponent. 


2. If the spell or ability uses the word “target,” choose the targets. If 
the spell or ability’s text starts with “Choose one —”, make the 
choice. If the spell isan “Enchant ”, choose the permanent 
you want to attach it to. 


3. For spells, pay the mana cost. For activated abilities, pay the activa- 
tion cost. If the spell or ability has x in its cost, you choose the value 
of X and then pay that amount of mana. 


4. That’sit! You've played the spell or ability and it goes on the stack. 
See “The Stack” and “How Do Spells and Abilities Resolve?” below 
to find out what happens to the spell or ability after you play it. 


H ow Do! Play a Triggered Ability? 


You don’t play triggered abilities. A triggered ability waits for its trigger 
event to happen. When it does, the ability goes on the stack automatical- 
ly as soon as any player gets priority. 

The player who controlled the permanent with the triggered ability 
makes the choices and picks the target(s) when the ability goes on the 
stack. Once the ability ison the stack, the player who would’ve gotten 
priority gets it back. 

What happens if more than one ability triggers at the same time? 
The active player's abilities are put on the stack, in whatever order that 
player chooses. Then the opponent's abilities are put on the stack, in 
whatever order the opponent chooses. 


The Stack 


The stack is where spells and abilities wait to resolve after they've been 
played. They stay on the stack in the order they were added to it. 
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How does it work? A player with priority plays a spell or ability, and 
it goes on the stack. That player can add more spells or abilities to the 
top of the stack or pass. If the player passes, the opponent gets priority 
and may add spells or abilities to the top of the stack or pass. Priority 
goes back and forth this way until both players pass in a row. 

When both players pass, the spell or ability on the top of the stack— 
the one played last—resolves. After each spell or ability resolves, the 
active player gets priority again. 

Here’s an example. You control Knight Errant, a 2/2 creature. Your 
opponent plays Shock to deal 2 damage to it. Shock goes on the stack. 
You respond to the Shock with Giant Growth, which gives the Knight 
+3/48 until the end of the turn. Giant Growth ee on the stack, on tee 
of Shock. That means Giant Growth = : 
resolves first, making the Knight Errant 
5/5 until the end of the turn. Then ifn 
Shock resolves, but it doesn’t deal 
enough damage to destroy the 
pumped-up Knight. frm, 


Here are some things that don’t go on the stack: 


e — If an ability produces mana, it doesn’t go on the stack. You get the 
mana immediately. 


e — Static abilities don’t go on the stack. They “turn on” assoon as the 
permanent with the ability comes into play. 


e When you play a land, you just put it into play. Land cards aren’t 
spells, so they don’t go on the stack. 


H ow Do Spells and Abilities R esol ve? 


Check each of the spell or ability’s targets to see if it’s still a legal tar- 
get. (If the spell or ability has no targets, skip this part.) A target 
isn’t legal if it has left play. It also isn’t legal if it doesn’t match the 
requirements of the spell or ability anymore. If none of the spell or 
ability's targets are legal when it tries to resolve, it’s countered. 
Otherwise, just ignore any illegal targets when the spell or ability 
resolves. 


The spell or ability’s effect happens. Do what the spell or ability says, 
in the order it’s written. (Replacement effects may change what you 
do.) If the text tells you to make a choice other than targets and 
“Choose one —“, make those choices as you do the effect. 


For an ability, that’s it. For a spell, after you carry out its effect, put 
the card into play (for artifact, artifact creature, creature, and 
enchantment spells) or into its owner’s graveyard (for instant and 
sorcery spells). 


What’s an E ffect? 


When a spell or ability resolves, it has an effect. There are four basic 
kinds of effects: 


One-shot effect 


One-shot effects do something once, such as deal damage or destroy 
a creature. For example, Counterspell reads, “Counter target spell.” 
When it resolves, its effect is done. 


Continuous effect 


Continuous effects do something for some length of time. 

A continuous effect from a spell, activated ability, or triggered 
ability lasts as long as the spell says it does. For example, Giant 
Growth reads, “Target creature gets +3/43 until end of turn.” Its 
effect lasts from the time the spell resolves until the end of the turn. 

A continuous effect from a static ability lasts as long as the per- 
manent with the static ability isin play. For example, Unholy 
Strength reads, “Enchanted creature gets +2/+1.” Its effect on the 
enchanted creature lasts as long as it’s attached to that creature. 


Replacement effect 


Replacement effects wait for something to happen and then change 
it somehow. They “replace” one effect with a different 
one. A replacement effect always uses the word 
“instead.” 

For example, Pariah reads, “All damage that would 
be dealt to you is dealt to enchanted creature instead.” 
It waits for damage to be dealt to you, and then changes 
the damage so it’s dealt to the enchanted creature. Th 


Prevention effect 


Prevention effects wait for something to happen and then keep it 
from happening. They always use the word “prevent.” 

Prevention effects work like shields. Once the spell or ability 
that makes the effect resolves, the effect hangs around waiting for 
damage to be dealt. Then it stops some or all of it. 

For example, Fog reads, “Prevent all combat damage that would 
be dealt thisturn.” You can play Fog long before combat, and its 
effect will hang around for the rest of the turn. Then, if creatures try 
to deal combat damage that turn, Fog prevents it. 

Prevention “shields” stick around until they're used r ~ 
up. For example, Master Healer reads, “@: Prevent the | esl 
next 4 damage that would be dealt to target creature or 
player this turn.” The ability creates an effect that stops 
up to 4 damage during the turn. If 1 damage is prevent- 


ed, it can still prevent 3 more. | col 
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Section 3: Turn Structure 


Each turn has five phases. Each phase occurs even if nothing happens 
during it. At the end of each phase, you take mana burn if there’s mana 
left in your mana pool. 


1. Beginning Phase 


This phase has three steps, but Seventh Edition uses only two: 


a. Untap step 
During your untap step, untap all your tapped cards. No one can 
play spells or abilities during this step. 


b. Draw step 


At the beginning of your draw step, draw a card. Players can play 
instants and activated abilities during this step. 


2. Main Phase 


You can play every type of spell and ability during this phase of your 
turn, but your opponent can play only instants and activated abilities. 
You can play a land during this phase, but remember that you can play 
only one land each turn. 


3. Combat Phase 
This phase has five steps: 


a. Beginning of combat step 


Players can play instants and activated abilities during this step, but 
they usually don’t. 


b. Declare attackers step 


You decide which of your creatures will attack. (You can decide not 
to attack at all.) When you declare that a creature is attacking, tap 
it. Walls, creatures that are already tapped, and creatures you 
haven’t controlled since the beginning of the turn can’t attack. 

Remember that your creatures can only attack your opponent. 
You can’t have them attack particular creatures. 

Once you're done declaring attackers, players can play instants 
and activated abilities. 


c. Declare blockers step 


Your opponent decides which of his or her creatures will block your 
attacking creatures. Each blocking creature can only block one 
attacking creature, but your opponent can have two or more crea- 
tures gang up and block an attacking creature. Tapped creatures 
can’t block. 

Once your opponent is done declaring blockers, players can play 
instants and activated abilities. 


d. Combat damage step 
This is when creatures actually deal their damage in combat. 


e Unblocked attackers deal damage equal to their power to the 
defending player. 


¢ Blocked attackers deal their damage to the creatures blocking 
them. If more than one creature blocks one of your attackers, 
you decide how to divide the attacker’s damage among the 
blockers. 


¢ Blockers deal their damage to the creatures they're blocking. If 
a creature has become tapped since it was dediared as a blocker, 
it still deals damage normally. 


If an attacking creature was blocked at the declare blockers step, it 
doesn’t deal any damage to the defending player. This is true even if 
all the blockers have left play. 

Once you decide how combat damage will be dealt, the damage 
goes on the stack. After that, the damage is “locked in.” It will be 
dealt even if some of the creatures leave play. 

Players may then play instants and activated abilities. Once 
these have all resolved, combat damage is actually dealt. If a crea- 
ture tries to deal damage to a creature no longer in play, it can’t and 
the damage isn’t dealt. 


e. End of combat step 


Players can play instants and activated abilities during this step, but 
they usually have no reason to. 


4. Main Phase (again) 


Your second main phase is just like your first main phase. You can play 
every type of spell and ability, but your opponent can only play instants 
and activated abilities. Also, you can play a land during this phase if you 
didn’t during your first main phase. 


5. End Phase 


This phase has two steps: 


a. End of turn step 
Players can play instants and activated abilities during this step. 


b. Cleanup step 


If you have more than seven cardsin your hand, choose and discard 
cards until you have only seven. Next, all damage on creatures is 
removed and all “until end of turn” effects end. 

No one can play spells or abilities during this step unless an abil- 
ity triggers during the step. That rarely happens. 


Section 4: C reature Abilities 


Some creatures have abilities that aren’t fully explained on the cards. 
Most of these have reminder text that gives you a brief description of the 
ability’s effect. Here are full explanations of the most common creature 
abilities: 


First strike 


Creatures with first strike deal their combat damage before creatures 
without it. When you reach the combat damage step, check to see if 
one or more creatures that are attacking or blocking have first strike. 
If so, an extra combat damage step is created just for them. The extra 
combat damage step works just like a normal one, except that crea- 
tures without first strike don’t get to deal their combat damage. 

When the first-strike combat damage step is over, you go 
through the normal combat damage step for the rest of the crea- 
tures—if they survived. 


Flying 
A creature with flying can’t be blocked by creatures without flying. 
Flying creatures can block other creatures with flying. They can also 
“swoop down” and block creatures without flying. 


H aste 
Creatures with haste can attack the turn they come under 
your control. You can also play their activated abilities 
with & in the cost. In other words, a creature with haste 
can do the stuff it’s normally not allowed to do during 
the turn it comes into play. 
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Landwalk 


Regeneration 


Landwalk is the name for a group of abilities that includes plains- 
walk, islandwalk, swampwalk, mountainwalk, and forestwalk. A 
creature with landwalk is unblockable if the defending player con- 
trols at least one land of the specified type. 

Landwalk abilities don’t cancel each other out. For example, let’s 
say your creature with forestwalk attacks a player who controls a 
forest. That player can’t block your forestwalker at all—not even 
with another forestwalker. 


Regeneration helps keep creatures from being destroyed. 
Regeneration effects work like shields. Once the regener- 
ation spell or ability resolves, the effect hangs around 
Waiting for the creature to be destroyed. If the creature’s 
destroyed, the effect saves the creature. (Regeneration is 
a replacement effect.) 
When a creature regenerates, it remains in play. So 

do all enchantments and counters on it. Three things do happen if a 
creature uses its regeneration shield: 


e The creature becomes tapped. 
e If it’s in combat, it’s removed from combat. 
¢ All damage is removed from it. 


1, 2, 3, and soon 
These are costs you can pay with any type of mana. For example, 2 
means two mana of any type, including colorless mana. 


One white mana. Tapping a plains makes *. 


One blue mana. Tapping an island makes ¢. 


One black mana. Tapping a swamp makes ®. 


One red mana. Tapping a mountain makes @. 


One green mana. Tapping a forest makes #. 


This symbol means “tap this card.” It appears 
in activation costs. You can’t pay a & cost if 
the card is already tapped. Also, remember 
that you can’t pay a creature's © cost the turn 
it comes under your control. 

See also Activated ability. 


klk 
Some creatures’ power and toughness are set by their 
abilities. For example, Nightmare’s power and toughness 
are equal to the number of swamps you control. If you 
control one swamp when you play Nightmare, it will be 
1/1. If you play a second swamp later on, it will be 2/2. 


Ability 
Text in a permanent’s text box that does stuff in the game. (Flavor 
text and reminder text don’t count.) Abilities only work while the 
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permanent they're on isin play. There are three types of abilities: 
activated abilities, static abilities, and triggered abilities. 

Once an ability is played, it will resolve unless it’s countered. It 
doesn’t matter what happens to the permanent the ability came 
from once the ability goes on the stack. 

See also Activated ability, Static ability, Triggered ability. 


Activated ability 
An ability you play by paying its activation cost. All activated abilities 
have a colon (“:”) in them. The part before the colon is the activa- 
tion cost. The part after the colon is the ability you get when you 
pay the activation cost. For example, “*®#, @: Destroy target green 
creature” meansif you pay ##® and tap the permanent with the 
ability, you can destroy a green creature . 

You can play an activated ability any time you could play an 
instant (whenever you have priority). It goes on the stack and waits 
to resolve. You can only play the activated abilities of permanents 
you control. 

See also Activation cost, Tap. 


Activation cost 


The stuff before the colon (“:”) in an activated ability. If an activa- 
tion cost includes @, you can pay it only if the permanent with the 
ability is untapped. That means you can usually only pay it once each 
turn. If the activation cost doesn’t include @, you can pay it as many 
times as you want. You'll get the ability each time. 

See also Activated ability. 


Active player 
The player whose turn it is. The active player always gets priority 
first. 

See also Priority. 


All 


When a spell or ability says it affects “all” of something, it 
really means “all.” For example, Tranquility reads, 
“Destroy all enchantments.” That means it wipes them all 
out—even the ones you control. 


Artifact 
A colorless permanent that represents a magical object. The best 
thing about artifacts is that you can pay for them with any type of 
mana, so you can put them in any deck. 
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In your hand, library, and graveyard, they’re just artifact cards. 
While you're playing them, they’re artifact spells. Once they're in 
play, they’re artifacts. 

You can play an artifact spell only during one of your main 
phases when the stack is empty. 

See also Artifact creature. 


Artifact creature 


A colorless permanent that represents an artificial creature. Every 
artifact creature has power and toughness, which you can find in the 
lower right corner of the card. 

Artifact creatures are affected by everything that affects arti- 
facts and everything that affects creatures. They can attack and 
block just like normal creatures. 

In your hand, library, and graveyard, they’re just artifact- 
creature cards. While you’re playing them, they’re artifact-creature 
spells. Once they're in play, they’re artifact creatures. 

You can play an artifact-creature spell only during one of your 
main phases when the stack is empty. 

See also Artifact, Creature. 


As though 


At 


When you see “as though” on a card, it means the card 
acts as though it has something it doesn’t. For example, 
Giant Spider reads, “may block as though it had flying.” 
The Spider doesn’t really have flying, but it can block 
creatures that do. 


When you see this word in an ability (for example, “at the beginning 
of your draw step”), it means the ability is a triggered ability. 
See also Triggered ability, Trigger event. 


At random 


This phrase means neither player gets to choose which card is 
affected. For example, a spell might tell you to discard a card at ran- 
dom from your hand. You can roll dice to see which one to discard, 
or put the cards face down on the table and have your opponent 
pick one. Any way that randomly chooses a card is fine. 


Attack 


How your creatures deal damage to your opponent. Creatures can 
only attack your opponent. They can’t attack other creatures. 
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During each of your turns, you get one combat phase. That’s 
your chance to attack. You decide which creatures to attack with. 
Only untapped creatures can attack. Once you've decided, your 
attackers become tapped and attack your opponent. Your opponent 
then gets a chance to block them or play instants and activated 
abilities. 

See also Attacking creature, Blocking creature, Combat. 


Attacker 
See Attacking creature. 


Attacking creature 


A creature that’s attacking. 

Creatures become attacking creatures when you declare them as 
attackers during your declare attackers step. That’s when they 
become tapped. (Already-tapped creatures can’t attack.) 

A creature is attacking from the time it’s declared as an attacker 
until the end of combat unless it’s removed from combat by an 
effect (such as regeneration). There’s no such thing as an attacking 
creature outside of the combat phase. 


Basic land 
There are five types of basic lands in Magic: 


Plains make *. 
Islands make ¢@. 
Swamps make #. 
Mountains make @. 
Forests make @. 


Lands other than these five are called nonbasic lands. 

Even though a basic land only has a big mana symbol in its text 
box, it has an activated ability that makes one mana of the appropri- 
ate color just because of its land type. For example, if a land some- 
how becomes a swamp, you could tap it to make ®. 

See also Land, Nonbasic land, Subtype. 


Beginning of combat step 
The first step of the combat phase. Usually nothing happens during 
this step, but players can play instants and activated abilities if they 
want to. 
See also Combat phase. 
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Beginning phase 
The first phase of each turn. The beginning phase contains the untap 
step and the draw step. Don’t confuse the beginning phase with the 
beginning of combat step. 

See also Draw step, Untap step. 


Block 


To stop attacking creatures from damaging you by intercepting them 
with creatures you control. 

When your opponent attacks you, each of your untapped crea- 
tures can block one attacking creature. You can have two or more of 
your untapped creatures gang up and block a single attacking 
creature. 

If an attacker is blocked, it will deal its damage to the creature 
blocking it instead of to you. 

See also Blocking creature, Combat. 


Blocked creature 


An attacking creature blocked by at least one creature. 

Once a creature is blocked, it stays blocked for the rest of the 
combat phase—even if all the creatures blocking it leave play. In 
other words, once a creature is blocked, there’s no way for it to deal 
damage to the defending player (unless the attacking creature has 
trample). 

See also Attacking creature, Combat damage, Trample. 


Blocker 


See Blocking Creature. 


Blocking Creature 


A creature assigned to block an attacking creature. 

When a creature blocks an attacker, the attacker deals its dam- 
age to the blocker instead of to the defending player. Once a crea- 
ture blocks, it stays a blocking creature for the rest of combat. 
There’s no such thing asa blocking creature outside of the combat 
phase. 

See also Combat damage. 


Booster; booster pack 


A pack of fifteen randomly assorted Magic cards. When you're ready 
to add more cards to your collection, this is what you'll get. They 
don’t have any basic land cards in them. 


If you need more basic land cards, you can get one of the 
Seventh Edition theme decks (there’s one for each color) or an 
expert-level theme deck or tournament pack. (You can also ask 
friends who play Magic or your local store if they have any lands 
they can give you.) 

The box this rulebook came in contains a special booster. It has 
seven new cards for the silver deck and seven for the gold deck. 
Normal boosters have a mix of all five colors of cards, as well as arti- 
facts and nonbasic lands. 


Building a deck 


When you first start playing Magic, building a deck from scratch can 
seem hard. Try this: Pick your two favorite colors. Let’s use red and 
green for this example. Get 12 mountains and 12 forests. Then get 
10 red creatures and 10 green creatures. Add 12 red or green 
instants or sorceries. Then round out the deck with 2 artifacts and 2 
enchantments. Shuffle and play! 

For more deck ideas and advice, check out our website at 
ww w.wizards.com. 

See also Theme deck. 


Card 


One of those cardboard rectangles in your deck. Remember that a 
creature token isn’t considered to be a card. 
See also Card type. 


Card type 
Every card is one of six types: artifact, creature, enchantment, 
instant, land, or sorcery. A card’s type is printed under its illustration. 
Some cards also have a subtype, such as “Goblin” in 
“Creature — Goblin.” 
See also Subtype. 


Choose one — 
When you see the phrase “Choose one —” on a card, you have to 
choose one option on the card when you play it. You can’t change 
your mind and choose something else later on, even if your first 
choice doesn’t work out. 


Cleanup step 


The second (and last) step of the end phase. Three things happen 
during the cleanup step: 
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Colon 


When you see a colon (“:”) in an ability, that means it’s an activated 
ability. The colon separates the activation cost from the ability you 
get when you pay the cost. 

See also Activated ability, Activation cost. 


Color 


The five Magic colors are white, blue, black, red, and green. If a spell 
or ability tells you to choose a color, you must choose one of the five. 

A card's color is set by its mana cost. For example, if a card costs 
1 @, it’s blue. Since lands and artifacts have no colored mana in their 
costs, they’re colorless. (Colorless is not a color.) 


; e If it’s your turn, you discard cards until you don’t have more 
than seven in your hand. 
e All damage on creatures goes away. 
. e Effects that last “until end of turn” end. 

Players can’t play spells or abilities during this step unless a triggered 
ability triggers. 

Collector number easy 
Two small numbers at the bottom of a | Bchanted creature fas first strike 
Magic card that make cards easier to Fe aahet eyo aban 
organize. The first number is the card’s 

; position in the set. The second number is | a 

the total number of cards in the set. 


Colorless 


Artifacts and lands are colorless. Colorless is not a color. If something 
tells you to choose a color, you can’t choose colorless. 
See also Color. 


_, Combat 


In general, combat means attacking, blocking, and all the stuff that 
happens during a combat phase. 
See also Attack, Combat phase. 


Combat damage 


Damage dealt by creatures during the combat damage step. Damage 
from creatures’ abilities doesn’t count as combat damage. For example, 
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when you play Prodigal Sorcerer’s ability, it deals 1 damage. But 
when it attacks, it deals 1 combat damage (because its power is 1). 


Combat damage step 


The fourth step of the combat phase. This is when attacking and 
blocking creatures actually deal their damage. 


e Unblocked creatures deal damage to the defending player. 
e Blocked creatures deal damage to the creatures blocking them. 


¢ Blocking creatures deal damage to the creatures that they’re 
blocking. 


If an attacker is blocked by more than one creature, its controller 
decides how to divide up its damage among the blockers. 

Once players figure out how their creatures’ damage will be 
dealt, combat damage for all creatures goes on the stack. After that, 
it doesn’t matter what happens to the creatures. A creature’s dam- 
age on the stack will be dealt even if the creature leaves play. 

After combat damage goes on the stack, players can play 
instants and activated abilities. 

See also Combat phase. 


C ombat phase 


The third phase of each turn. This is when attacking and blocking 
happens. The combat phase has five steps (you can look up each one 
in this glossary): 


Beginning of combat step 
Declare attackers step 
Declare blockers step 
Combat damage step 

5. End of combat step 


Usually nothing happens in the first and last steps. The combat phase 
happens even if the active player decides not to attack. After the 
combat phase, the active player gets another main phase. 
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Comes into play 


When certain types of spells resolve, they come into play as perma- 
nents. These types are artifacts, artifact creatures, creatures, enchant- 
ments, and lands. 

A lot of triggered abilities start with “When [something] comes 
into play, ...” This ability would only trigger if the permanent actu- 
ally comes into play. If the spell is countered, it doesn’t trigger at all. 
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Also, if you steal a permanent your opponent controls, it doesn’t 
count as coming into play. 

Some cards say they come into play tapped. These cards don’t 
enter play untapped and then become tapped—they’re already 
tapped by the time they're in play. 

See also Triggered ability. 


Common 
See Rarity. 


C oncede 


If you Know you're going to lose a game, you can concede at any 
time. (Conceding is the fancy word for giving up.) When you con- 
cede, you lose the game. Before you leave the table, make sure you 
and your opponent both have all the cards you started with. 

See also Winning the game. 


Continuous effect 


An effect that lasts for some duration. These are different from one- 
shot effects, which just happen once. 

You can tell how long a continuous effect will last by reading 
the spell or ability it came from. For example, it might say, “until end 
of turn.” If the continuous effect comes from a static ability, it lasts 
as long as the permanent with the ability is in play. 

See also Static ability. 


Control 


You control spells you play and permanents that came into play on 
your side. You also control abilities on permanents you control. 

Only you can make decisions for things you control. If you con- 
trol a permanent, only you can play its abilities. Even if you put an 
enchantment on your opponent’s creature, you control 
the enchantment and its abilities. For example, let’s say 
you enchant your opponent’s creature with Regeneration 
(“#@: Regenerate enchanted creature.” ). Your opponent 
can’t pay # to regenerate the enchanted creature. Only 
you can. 

Some spells and abilities let you gain control of a 
card. Most of the time, this means the card will move from your 
opponent's side to yours. But for enchantments attached to other 
cards, the controller changes but the enchantment doesn’t move. 
Let’s say you gain control of your opponent’s Regeneration. Now 
only you could play its ability—but it still stays on the same creature. 


Control only matters for spells while they're being played or for 
permanents in play. 
Compare Owner. See also Controller. 


Controller 


The player who played the spell or ability. For a permanent, the 
controller is the player who played it (unless another spell or ability 
changes who controls it). 

See also Control. 


Converted mana cost 


The total amount of mana in a mana cost, regardless of color. For 

example, a card with a mana cost of 3 @ @€ has a converted mana 

cost of 5. A card with mana cost @@ has a converted mana cost of 2. 
Compare Mana cost. 


Cost 


In general, a cost is what you pay to play a spell or an ability. 
See Activation cost, Mana cost. 


Counter 


To cancel out a spell so it has no effect. Remember that spells exist 
only on the stack. Once they start resolving, it’s too late to counter 
them. Also remember that lands aren’t spells. They can’t be coun- 
tered. 

“Counter” has another meaning in Magic, but Seventh Edition 
cards don't use it. Some spells and abilities in the expert-level expan- 
sions will tell you to put a counter on a card. You can use anything 
you want as counters: coins, beads, whatever. The counter represents 
a change to the card that lasts for as long as it’s in play. The counter 
usually changes a creature’s power and toughness. 


Creature 


A type of permanent that represents a person, animal, or monster 
that will fight for you. Creatures can attack your opponents and 
block attacking creatures. Every creature has power and toughness, 
which you can find in the lower right corner of the card. Many crea- 
tures also have abilities. 

Creatures exist only while they’re in play. In your hand, library, 
and graveyard, they’re just creature cards. While you’re playing 
them, they're creature spells. Once they're in play, they’re creatures. 

You can play a creature spell only during one of your main 
phases when the stack is empty. 
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Creature token 


Some spells and abilities can create creatures. These are represented 
by tokens. You won't find any cards that can make creature tokens 
in Seventh Edition, but you will in other sets. 

You can use anything you want asa token, but you should use 
something that can be tapped. Most people use coins, because you can 
use the heads side for untapped creatures and tails for tapped creatures. 

Tokens are considered creatures in every way, except that when 
one of your token creatures leaves play, it vanishes from the game 
completely. Creature tokens are affected by all the rules, spells, and 
abilities that affect creatures, but they’re not “cards” (even if you 
use cards as tokens). 


Creature type 


This tells you what kind of creature a creature is, such as 
Goblin, Elf, or Wall. You can find a creature's type in the 
middle of the card after “Creature — .” If a creature has 
two separate words after the dash, the creature has both 
of those creature types. 

Some spells and abilities affect all creatures with a 
certain type. For example, Goblin King reads, “All Goblins 
get +1/+1 and have mountainwalk.” All creatures in play with the 
Goblin creature type get the bonus. (Notice that the Goblin King is 
a Lord, not a Goblin!) 

Some artifact creatures have a creature type, too. 


Damage 


This is what knocks down players’ life totals and destroys creatures. 
Attacking and blocking creatures deal damage. Some spells and abili- 
ties can also deal damage. Damage can only be dealt to creatures or 
players. If a creature is dealt damage equal to or greater than its 
toughness in one turn, it’s destroyed. If a player is dealt damage, it’s 
subtracted from the player's life total. 

Damage is different from losing life. For example, Soul Feast 
reads, “Target player loses 4 life and you gain 4 life.” That loss of life 
isn’t damage, so it can’t be prevented. 


Damage prevention 


See Prevention effect. 


Deck 


At least forty cards of your choice, well shuffled (sixty if you built 
your deck from scratch). Once you start a Magic game, your deck 
becomes your library. 


Declare attackers step 


Declare blockers step 


Defending player 


Destroy 
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A deck always contains lots of land cards, and probably has 
plenty of creatures as well. It’s up to you what to put in your deck, 
but you can’t put in more than four of any one card except basic 
lands. 

See also Building a deck, Library. 


The second step of the combat phase. The first thing you do during 
your declare attackers step is decide whether you want to attack. If 
you do, you decide which of your creatures you want to attack with 
(only untapped creatures you’ve controlled since the beginning of 
your turn can attack). Then those creatures become tapped and 
become attacking creatures. 

Remember that your creatures can only attack your opponent, 
not other creatures. 

Once you're done declaring attackers, players can play instants 
and activated abilities. 

See also Combat phase. 


The third step of the combat phase. The first thing you do during 
your declare blockers step is decide whether you want to block the 
creatures attacking you. Then you decide which attackers you want 
to block and which of your creatures will block them (only untapped 
creatures can block). Remember, blocking creatures don’t become 
tapped when they block. 

Your creatures can block only one attacker each, but more than 
one of your creatures can gang up on an attacker. 

Once you're done declaring blockers, players can play instants 
and activated abilities. 

See also Combat phase. 


The player being attacked. 


/ 


To remove a permanent from play and put it into its owner’s grave- \ 
yard. (Instants and sorceries can’t be destroyed because they’re not 
permanents.) 

Creatures are destroyed when they've taken damage equal to or 
greater than their toughness. Also, lots of spells and abilities can 
destroy permanents without dealing damage. 

If a creature is about to be destroyed, you can use spells and 
abilities to regenerate it and keep it in play. C35) 


Remember that destroying a permanent is different from dis- 
carding a card. You can only discard cards from your hand, not cards 
in play. 

See also Regeneration. Compare Discard. 


Discard 


To take a card from your hand and put it into your graveyard. 

If a spell or ability makes you discard cards, it will say whether 
you get to choose which cards to discard or whether you have to dis- 
card “at random.” 

If the discard is at random, you can roll dice to see which one to 
discard, or put the cards face down on the table and have your 
opponent pick one. Any way that randomly chooses a card is fine. 

See also At random. 


Draw 


To take the top card of your library and put it into your hand. 

You draw one card during each of your turns, at the beginning 
of your draw step. If a spell or ability lets you draw cards, it doesn’t 
affect your normal draw for the turn. 

Putting cardsinto your hand only counts as drawing them if the 
spell or ability says “draw.” For example, Sleight of Hand says, “Look 
at the top two cards of your library. Put one of them into your hand 
and the other on the bottom of your library.” Even though you’re 
adding a card to your hand, it doesn’t count asa draw, because the 
spell doesn’t use the word “draw.” 

The other Magic meaning of “draw” isa game that ends with 
no winner. For example, if a spell like Earthquake (“Earthquake deals 
X damage to each creature without flying and each player.”) deals 
enough damage so that both players lose, the game is a draw. 

See also Draw step. 


Draw step 


The last step of the beginning phase. The first thing you do during 
your draw step is draw a card. Then players can play instants and 
activated abilities. 

See also Draw. 


Effect 


What a spell or ability makes when it resolves. 

There are several types of effects: one-shot effects, continuous 
effects, prevention effects, and replacement effects (you can look up 
each one in this glossary). 

36 See also Ability, Spell. 


Enchant 


This could be an “Enchant Land,” “Enchant Creature,” “Enchant 
Permanent,” etc. These are special types of enchantments that you 
can play only on the type of permanent named. 

You can play an enchantment spell only during your main phase 
when nothing's on the stack. 

When you play one of these spells, you choose one of the right 
kind of permanent to put it on. (The spell targets the permanent. 
Once the enchantment is in play, it doesn’t target it anymore.) 

When the enchantment spell resolves, you put the enchantment 
card on the permanent you chose. It stays there until it’s destroyed 
or the permanent it’s on leaves play. You can’t decide to move it 
onto a different permanent later. If the permanent leaves play, the 
enchantment card is put into your graveyard. 

See also Enchant creature, Enchantment, Leaves play, 
Permanent. 


Enchant creature 


A type of enchantment you can play only on creatures and artifact 
creatures. 

You can play an enchant creature spell only during your main 
phase when nothing’s on the stack. 

When you play an enchant creature spell, you choose a creature 
to put it on. (The spell targets the creature. Once the enchant crea- 
ture isin play, it doesn’t target it anymore.) 

When it resolves, you put the enchant creature card on the crea- 
ture you chose. It stays there until it’s destroyed or the creature 
leaves play. You can’t decide to move it onto a different creature 
later. If the creature leaves play, the enchant creature card is put into 
your graveyard. 

See also Enchantment, Leaves play. 


Enchanted 


When an ability says “enchanted creature” (or “enchanted artifact,” 
“enchanted land,” and so on), it means “the creature this enchant- 
ment is on.” 

For example, Regeneration reads, “#: Regenerate enchanted 
creature.” You can only regenerate the creature that the 
Regeneration is on. You can’t use the ability on other creatures you 
control. 


Enchantment 
A type of permanent that represents a magical resource. 
Enchantments always have abilities. You can play an enchantment 
only during your main phase when nothing’s on the stack. 

There are two kinds of enchantments. One kind sits in play by 
itself, just like a land or creature. The other kind attaches to another 
permanent. If the permanent leaves play, enchantments attached to 
it leave play, too. Enchantments that sit in play by themselves just 
say “Enchantment” under the card’s art. Enchantments that attach to 
other permanents say “Enchant Creature,” “Enchant Land,” and so 
on. The second word tells you what kind of permanent the enchant- 
ment can attach to. 

If a spell or ability can affect an enchantment, it can affect any 
kind of enchantment. For example, Disenchant reads, “Destroy tar- 
get artifact or enchantment.” It can destroy an enchant creature, an 
enchant land, a regular enchantment, and so on. (Disenchant can 
destroy artifacts and artifact creatures, too.) 

See also Enchant , Enchant creature, Enchanted. 


End of combat step 
The last step of the combat phase. Usually nothing happens during 
this step. Effects that last “until end of combat” end during this step, 
and players can play instants and activated abilities. 
See also Combat phase. 


End of turn step 
The first step of the end phase. Usually nothing happens during this 
step. Abilities that trigger “at end of turn” trigger during this step, 
and players can play instants and activated abilities. 
See also End phase. 


End phase 


The last phase of each turn. The end phase has two steps: the end of 
turn step and the cleanup step. 
See also Cleanup step, End of turn step. 


” Evasion ability 
This is what Magic players call any ability that makes a creature 
harder to block. Flying is the most common kind of evasion ability. 


Expansion symbol 


The symbol on the right of the card under the art. The expansion 
symbol tells you which Magic set the card is from. 
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First strike 


Flavor text 


Flying 


F orestwalk 


Global enchantment 


The Seventh Edition expansion symbol is 7. 

Expansion symbols appear in three colors: black for common 
cards, silver for uncommons, and gold for rares. 

See also Rarity 


A creature ability that makes a creature deal its combat damage 
before other creatures. 

When one or more creatures with first strike are 
attacking or blocking, they get a separate combat dam- 
age step right before the normal one. Then, during the 
normal combat damage step, the rest of the creatures 
(the ones that survived) get to deal their combat damage. 

See also Combat damage step. 


Italic text (italic text looks like this) in a 
card’s text box that’s just for fun. 
Flavor text sets a tone or describes 
part of the magical world of the card. If After their first encounter, the goblins 
the text isin parentheses, it’s just there to <element 
remind you about a rule—it’s not flavor Se 
text. Flavor text has no effect on how the 
card is played. 


A creature ability that makes the creature harder to block. A crea- 
ture without flying can’t block a creature with flying, but a creature 
with flying can block both creatures with flying and creatures with- 
out flying. 


A creature ability that makes the creature unblockable as long as the 
defending player controls a forest. 
See also Landwalk. 


An enchantment that sits in play by itself, just like a creature or land. 
Global enchantments differ from local enchantments, which stay 
attached to another permanent. 

You won't see this term on any Seventh Edition cards, but you 
might hear Magic players use it when they talk about the game. 

See also Enchantment. Compare Local enchantment. 
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Golden Rule 


When a Magic card contradicts the rulebook, the card wins. For 
example, the rules say you get one combat phase during each of 
your turns. But Relentless Assault reads, “You get an additional com- 
bat phase followed by an additional main phase this turn.” 
Relentless Assault changes the rules for the turn you play it. One of 
the things that makes Magic fun to play is that there are individual 
cards that let you break almost every rule. 


Graveyard 


Your discard pile. This is where cards go when they're discarded, 
destroyed, sacrificed, or put there by an effect. Each player has his or 
her own graveyard. Cards in graveyards are always face up. You're 
allowed to look through your opponent’s graveyard. 


H and 


The cards you've drawn but haven't played yet. Only you can look at 
the cardsin your hand. Your maximum hand size is seven cards. 
During the cleanup step, if you have more than seven, you have to 
discard until you have seven. 

See also Cleanup step. 


H aste 


A creature ability that lets you attack with a creature on the turn it 
comes under your control. Haste also lets you pay activation costs 
with in them during the turn the creature comes under your con- 
trol. 

Just like any other ability, haste works for your opponent if he 
or she gains control of the creature with the ability. 

See also Activation cost. 


In play 
A card in play isa permanent. Only artifacts, artifact creatures, crea- 
tures, enchantments, and lands can be in play. Cards in your library, 
graveyard, and hand aren't in play. 
See also Permanent. 


Instant 


A type of spell that can be played almost anytime. When an instant 
resolves, it has an effect on the game, and then goes to its owner's 
graveyard like a sorcery. Unlike a sorcery, you can play instants 

whenever you have priority, even during your opponent’s turn. You 


can also play them in response to other spells, and because of the 
way the stack works, the instant will resolve before the spell played 
before it. 

See also Priority, Stack. 


Instead 


When you see this word, you know the spell or ability makes a 
replacement effect. 
See also Replacement effect. 


I sandwalk 


A creature ability that makes the creature unblockable as long as the 
defending player controls an island. 
See also Landwalk. 


Land 


A type of permanent that represents your realm. Lands usually have 
an ability that makes mana, the magical energy you use to play 
spells. There are five basic lands: plains, island, swamp, mountain, 
and forest. Any land other than these five is a nonbasic land. 

You can play only one land card each turn, and only during one 
of your main phases when the stack is empty. Lands aren’t spells, so 
they can’t be countered. 

See also Basic land, Mana ability, Nonbasic land. 


Landwalk 


A set of creature abilities that make creatures unblockable as long as 
the defending player controls a land of the right type. “Landwalk” 
includes plainswalk, islandwalk, swampwalk, mountainwalk, and 
forestwalk. 

Landwalk abilities don’t cancel each other out. For example, let’s 
say your creature with forestwalk attacks a player who controlsa 
forest. That player can’t block your forestwalker at all—not even 
with another forestwalker. 


Leaves play 


If a card says “leaves play,” it doesn’t matter where the permanent 
leaving play ends up. It might return to a player’s hand from play, or 
go to a graveyard from play, or go to some other zone. Either way, it 
has left play. 

Also, if a card leaves play and later returns to play, it’s like a 
brand-new card. It doesn’t “remember” anything from the last time 
it was in play. 
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Legal target 


A valid choice for a spell or ability. Sometimes spells and abilities can 
target only cards that meet some special conditions. For example, 
Dark Banishing reads, “Destroy target nonblack creature.” Only crea- 
tures that aren’t black are legal targets. 

Spells and abilities check to make sure their targets are legal 
when they're played, and they check again when they resolve. If a 
target isn’t legal at either time, the spell or ability can’t affect it. And 
if none of the spell or ability’s targets are legal when it tries to 
resolve, it’s countered. 

Let’s say you play Dark Banishing on a green creature, but the 
creature becomes black before the spell resolves. Dark Banishing will 
be countered, because none of its targets (it only has one) are legal. 

See also Target, Counter. 


Legend 


A creature type with special rules. You won’t come across Legends in 
Seventh Edition, but you will in other Magic sets. 

If a creature’s type is Legend, there can be only one of that crea- 
ture in play at a time. If another creature with the same name comes 
into play, it goes to its owner's graveyard (it can’t be regenerated). 

See also Creature type. 


Library 


Your draw pile. At the beginning of a Magic game, you shuffle your 
deck and put it face down in front of you. It’s your library for the 
game. 

Each player has his or her own library. Cards in libraries are 
always face down. Players can’t change the order of cardsin a 
library, and they can’t look at cards in it. 

See also Draw. 


Life, Life total 


Each player begins the game with 20 life. When you’re dealt damage 
by effects or unblocked creatures, you subtract the damage from 
your life total. If your life total drops to O or less, you lose the game. 
If something causes both players’ life totals to drop to 0 or less at 
the same time, the game is a draw. 

See also Losing life, Paying life, Winning the game. 


LIFO 


This is a term Magic players use to describe how the stack works. It 
stands for “last in, first out.” It means the last spell played will be 
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the first to resolve. 
See also Stack. 


Local enchantment 


Any type of enchantment that gets attached to another permanent. 
A local enchantment can be an enchant creature, enchant land, and 
so on. 
You won't see this term on any Seventh Edition cards, but you 
might hear Magic players use it when they talk about the game. 
See also Enchantment. Compare Global enchantment. 


Losing 
See Winning the game. 


Losing life 
Losing life is different from being dealt damage. For example, Soul 
Feast reads, “Target player loses 4 life and you gain 4 life.” That loss 
of life isn’t damage, so effects that prevent damage can’t stop it. 
Compare Damage, Paying life. 


Main phase 
You get two main phases during each of your turns: one before your 
combat phase and another one after it. Your main phase is the only 
time you can play artifacts, creatures, enchantments, and sorceries, 
and you can play a land if you haven’t already played one that turn. 
You can also play instants and activated abilities. 


Mana 
The magical energy you use to play spells and some abilities. Most 
mana comes from tapping lands. There are five colors of mana: 
# (white), @ (blue), # (black), @ (red), and # (green). There’s also 
colorless mana. 
See also Mana ability, Mana burn, Mana cost, Mana pool. 


Mana ability 
Any ability that adds mana to your mana pool. Mana abilities can be 
activated abilities or triggered abilities. They don’t go on the stack 
when you play them—you simply get the mana immediately. 

See also Mana, Mana pool. 
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Mana burn 


Mana doesn’t stay in your mana pool forever. At the end of each 
phase, you lose any mana you haven't spent, and you lose 1 life for 
each mana lost this way. (It’s not damage, so it can’t be prevented.) 
This is called mana burn. So don’t tap your lands for mana you can’t 
spend! 

See also Mana, Mana pool. 


Mana cost 


The mana you must pay to play a spell. A card’s mana cost isin its 
upper right corner. 

Each symbol in the mana cost tells you what kind of mana you 
have to pay. For example, @ means “one red mana,” and 2 means 
“two mana of any type.” Mana costs for nonartifact spells include at 
least one mana of a specific color. 

The mana symbols in a card’s mana cost also determine its color. 
If a card has @ in its mana cost, for example, the card is red. 

Don’t confuse mana cost and converted mana cost. Converted 
mana cost isthe total amount of mana in a mana cost, regardless of 
color. 

See also Converted mana cost, Mana. 


Mana pool 


An imaginary place where your mana is stored until you spend it, 
kind of like a wallet. When mana gets added to your mana pool, it 
stays there until you spend it or until the phase ends. 

See also Mana, Mana burn. 


M ountainwalk 


A creature ability that makes the creature unblockable as long as the 
defending player controls a mountain. 
See also Landwalk. 


Mulligan 


At the beginning of a Magic game, you draw the top seven cards of 
your library. That’s your starting hand. If you don’t like your starting 
hand of cards (for example, if you don’t have any lands to play), you 
can mulligan. 

To mulligan, shuffle your hand into your library and draw anew 
hand of one fewer cards. You don’t have to show your opponent 
your hand before you do this. You can mulligan as many times as 
you want, but you draw one fewer card each time. When both play- 
ers like their opening hands, you start playing. 


Multicolored card 


A card with more than one color of mana in its mana cost. There 
aren’t any multicolored cards in Seventh Edition, but you might run 
across them in other Magic sets. They have a gold background. 


Name 
A card's title, in its upper left corner. 

When a card uses its own name in its text box, it means only 
that copy of the card, not any others with the same name. For exam- 
ple, Kjeldoran Royal Guard reads, “@: All combat damage that 
unblocked creatures would deal to you this turn is dealt to Kjeldoran 
Royal Guard instead.” When you play this ability, the damage goes 
only to the Guard with the ability you played, not to any Kjeldoran 
Royal Guard you choose. 


Non- 
When a spell or ability’s text refers to a “nonland card” or a “non- 
black creature,” and so on, it means “a card that’s not a land,” “a 
creature that’s not black,” and so on. 


Nonbasic land 
Any land other than a plains, idand, swamp, mountain, or 
forest. You can’t put more than four copies of any one 
nonbasic land card into your deck. 
See also Basic land, Land. 


One-shot effect 


An effect that applies to the game only once. For example, 
Counterspell reads, “Counter target spell.” When it resolves, its 
effect is done. 

One-shot effects differ from continuous effects, which last for 
some amount of time. 

Compare Continuous effect. 


Opponent 
The person you’re playing against. If a card says, “an opponent,” it 
means its controller’s opponent. 


Owner 


The person who started the game with the card in his or her deck. 
Even if your opponent has control of one of your permanents, you’re 
still its owner. (If you loaned your friend a deck, he or she will be the 
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“owner” of all the cardsin it during the game.) 
Compare Controller. 


Pass 


To choose to do nothing when you have priority. Spells and abilities 
on the stack don’t resolve until both players pass back-to-back. 
See also Priority, Stack. 


Paying a cost 


Once you pay a mana cost or an activation cost, there’s no way to 
get back what you paid, even if the spell or ability is countered. 

You can’t pay a cost unless you can pay all of it. For example, if 
an activated ability costs 8 life and you have 3 life, you can’t even try 
to pay it. 

Remember that you can’t pay a creature’s activation cost that 
includes © unless you’ve controlled the creature since the beginning 
of your turn. 

If an effect does something to a permanent that resembles pay- 
ing acost of its ability, it doesn’t count as paying the cost. For exam- 
ple, Twiddle reads, “Tap or untap target artifact, creature, or land.” 
Prodigal Sorcerer's ability reads, “@: Prodigal Sorcerer deals 1 dam- 
age to target creature or player.” If you play Twiddle to tap the 
Sorcerer, it won’t cause the Sorcerer to deal 1 damage. 

See also Activation cost, Mana cost. 


Paying life 


Sometimes a spell or ability will ask you to pay life as part of its cost. 
You can’t pay more life than you have. Paying life isn’t damage, so it 
can’t be prevented. 

See also Life, Losing life. 


Permanent 


A card in play. Permanents can be artifacts, creatures, enchantments, 
or lands. 

Once a permanent isin play, it stays there until it’s destroyed, 
sacrificed, or removed somehow. You can’t remove a permanent 
from play just because you want to, even if you control it. 

Except for lands, permanents are almost always spells while 
they're being played. For example, you play a creature spell, and 
when it resolves, it becomes a creature. 

Unless they say otherwise, spells and abilities only affect perma- 
nents. For example, Evacuation reads, “Return all creatures to their 
owners’ hands.” That means all creatures in play, not creature cards 
in graveyards or anywhere else. 


Remember that if a permanent leaves play and then comes into 
play again later, it doesn’t “remember” anything about the last time 
it was in play. 

See also In play, Leaves play. 


Permanent type 

The permanent types are artifact, artifact creature, creature, 
enchantment, and land. 

Permanents can have more than one type. For exam- 
ple, Nature’s Revolt reads, “All lands are 2/2 creatures 
that are still lands.” While Nature’s Revolt isin play, lands 
are affected by anything that affects creatures and any- 
thing that affects lands. 


Phase 
A section of a turn. The five phases of each turn are: 


1. Beginning phase 
2. Main phase 

3. Combat phase 

4. Main phase (again) 
5. End phase 


Some phases are divided into steps (see pages 20-22 for more 
details). At the end of each phase, mana in players’ mana pools 
drains away (and mana burn occurs). 

See also Mana burn, Stack. 


Plainswalk 
A creature ability that makes the creature unblockable as long as the 
defending player controls a plains. 
See also Landwalk. 


Play 


For a land, to use your once-a-turn option to put a land into play 
from your hand. You can play a land only once each turn during one 
of your main phases when nothing's on the stack. Lands don’t go on 
the stack when you play them. 

For a spell, to put the spell on the stack. Different kinds of spells 
can be played at different times, but the steps for playing a spell are 
always the same: announce it, choose its targets, and then pay its 
mana cost. 

For an activated ability, to put the ability on the stack by paying 
its activation cost. You play an activated ability just like you play a 
spell: announce it, choose its targets, and pay its activation cost. 
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See also Activated ability, Land, Spell. Compare In play, Put into 
play. 


Player 
Either you or your opponent. If a spell or ability lets you choose a 
player, you can choose yourself. (You can’t choose yourself if it says 
“opponent.”) 


Playing a spell or ability 
Follow these steps to play a spell or activated ability: 


e Tell your opponent what spell or ability you're playing. If 
it’s a spell, take the card from your hand and show it to your 
opponent. 


e — If the spell or ability contains the word “target,” choose the tar- 
get (or targets) for it. If the spell or ability’s text starts with 
“Choose one —” (Healing Salve, for example), make the choice. 


e For spells, pay the mana cost. For activated abilities, pay the 
activation cost. If the spell or ability has x in its cost, you choose 
the value of X and then pay that amount of mana. 


After that, the spell or activated ability goes on the stack and waits 
to resolve. 

You don’t play triggered abilities. When they trigger, they just 
automatically go on the stack—even if you don’t want them to. You 
don't play static abilities, either. They're just “on” as long as the per- 
manent with the ability is in play. 

See also Triggered ability, Stack, Static ability. 


Playmat 
One of the long sheets of paper that came in the box with this rule- 
book. The playmat helps you keep track of your life total. It also 
teaches you where your library, graveyard, lands, and creatures go. 
Once you know how to play, you don’t have to use the playmat. 


* Power 
The number left of the slash in the lower right corner of creature 
cards. Power represents how much damage a creature can deal in 
combat. Only creatures and artifact creatures have power. A creature 
with 0 power or less deals 0 damage in combat. 

See also Toughness. 
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Prevent 
When you see this word in the text of a spell or ability, you know it’s 


Prevention effect 


Priority 


Protection 


a prevention effect. 
See Prevention effect. 


An effect that stops damage from being dealt. A prevention effect 
works like a shield. Once the prevention spell or ability resolves, the 
effect hangs around waiting for the next time damage will be dealt, 
and then stops the damage. (Prevention effects are a kind of 
replacement effect.) 

For example, Fog reads, “Prevent all combat damage that would 
be dealt this turn.” You can play Fog long before combat, and its 
effect will hang around for the whole turn. Then, if creatures try to 
deal combat damage during that turn, Fog prevents it. 


You can play a spell or ability only when you have priority. At the 
beginning of most phases and steps, the active player gets priority. 
When you have priority, you may play a spell or ability, or pass. If 
you pass, your opponent gets priority. Also, after a spell or ability 
resolves, the active player gets priority. When that player passes, the 
opponent gets priority. 

See also Stack. 


A creature ability that protects creatures from a certain kind of spells 
and abilities. You won't find this ability on any Seventh Edition cards, 
but you'll see it in other Magic sets. 
A creature with protection will always have “protection from 
.”” What's in the blank is what the creature is protected from. 
It might be “protection from red,” for example, or “protection from 
white.” 


Protection does a few different things for the creature: 
e — It can’t be blocked by creatures of the color it’s protected from. 


e It can’t be the target of spells or abilities of the color it’s pro- 
tected from. 


e All damage from sources of the color it’s protected from is pre- 
vented. 


Protection isn’t always tied to a color. For example, a creature could 
have “protection from artifacts’ or “protection from Goblins.” 
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Put into play 


To bring something into the game. When a spell or ability tells you 
to put something into play, it’s not the same as playing it. You just 
put it into play without paying its costs. 

For example, Rampant Growth reads, “Search your 
library for a basic land card and put that card into play 
tapped.” You know you can play only one land each turn. 
But if you play aland and then play Rampant Growth, 
you'll get to put a second land into play. That doesn’t 
count as “playing” a land, so you get around the one-per- 
turn rule. 


Rare 


See Rarity. 


Rarity 


How likely it is you'll get a particular card. There are three levels of 
rarity for Magic cards: common, uncommon, and rare. Common cards 
are the easiest to get. Rares are much harder to find. The color of a 
card’s expansion symbol tells you its rarity: black for commons, silver 
for uncommons, and gold for rares. 


Regeneration 


A creature ability that keeps the creature from being destroyed. 
Regeneration effects work like shields. Once the regeneration spell 
or ability resolves, the effect hangs around waiting for the creature 
to be destroyed. If the creature’s destroyed, the effect saves the crea- 
ture. (Regeneration is a replacement effect.) 

When a creature regenerates, it stays in play. So do any enchant- 
ments and counters on it. Also, three things happen: 


e The creature becomes tapped. 

e — If the creature’s in combat, it’s removed from combat. 
e All damage is removed from the creature. 

See also Replacement effect. 


Remove from combat 


If a creature is removed from combat, it’s not attacking or blocking 
anymore. If it blocked a creature before it was removed, the attack- 
ing creature stays blocked, so no damage would get through to the 
defending player. And if its combat damage went on the stack 
before it was removed, that damage will still be dealt. 


Remove from the game 


To remove a card from the game, put it aside for the rest of the 
game. When the game ends, you put the card back into your deck. 
Removing a card from the game is different from putting a card ina 
graveyard. You won't see this on Seventh Edition cards, but you will 
on cards from other sets. 


Replacement effect 
A kind of effect that waits for a particular event and then replaces 
that event with a different one. 

For example, Pariah reads, “All damage that would be dealt to 
you is dealt to enchanted creature instead.” The effect replaces dam- 
age dealt to you with damage dealt to the creature. 

See also Instead, Prevention effect. 


Resolve 


When you play a spell or ability, nothing happens right away. It just 
goes on the stack. When the stack deals with it, that’s when its effect 
happens—it resolves. If a spell or ability is countered or if none of its 
targets are legal when it tries to resolve, it doesn’t resolve at all. 

See also Counter, Stack. 


Respond, In response 


To play an instant or activated ability right after another spell or 

ability is played. Spells and abilities on the stack resolve from the 

top down. So if you respond to a spell or ability with an instant or 

activated ability, yours will resolve before the ones played before it. 
See also Stack. 


R eveal 


When you reveal a card, you have to show it to all the players in 
the game. 


Rulebook 


What you're reading right now. This rulebook isn’t meant for 
reading straight through. It’s just where you can look things up. 
If you want to be a Magic rules expert, get the Magic 
Comprehensive Rules from our website at www.wizards.com. Be 
warned—the Comprehensive Rules are very technical. 


By. 


Sacrifice 


To take one of your own permanents in play and put it into your 
graveyard. You can only sacrifice your own permanents. Sacrificing a 
permanent is different from destroying it, so you can’t regenerate a 
sacrificed creature. You can only sacrifice a permanent if a spell or 
ability tells you to. 

Don’t confuse sacrificing with discarding. You can only discard 
cardsin your hand. 

Compare Destroy, Discard. 


Sealed-deck play 


Magic is designed so you can play it right out of the box. Thisis 
called sealed-deck play. To try it, you and a friend each buy a tourna- 
ment pack (it’s a box of seventy-five cards). (Only expert-level sets 
have tournament packs. You should wait until you’re comfortable 
with the basic rules before getting expert-level cards.) You open the 
pack, build a deck, shuffle, and play. The minimum deck size for 
sealed-deck play is forty cards. 

See also Building a deck. 


Shuffle 


To randomize the order of cardsin your deck. At the beginning of 
every Magic game, you have to shuffle your deck. Also, some cards 
will tell you to shuffle as part of their effect (usually because the 
card lets you look through your library). 


Sorcery 


A spell that does something once and then goes to its owner's grave- 
yard. You can play a sorcery only during your main phase when 
nothing’s on the stack. 

See also Priority, Stack. 


Source 


Where combat damage or an effect came from. 

For combat damage, the source is always a creature. If a crea- 
ture leaves play after its combat damage has gone on the stack, the 
damage will be dealt anyway. 

For an effect, the source can be an instant, sorcery, or perma- 
nent. If an effect’s source is destroyed after the effect is put on the 
stack, the effect will resolve anyway. If an effect asks you to choose a 
source, you have to choose a permanent in play or a spell on the 
stack. 

See also Stack. 


Spell 


Stack 


Static ability 
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All types of cards except lands are spells while you’re playing them. 
For example, Eager Cadet isa creature card. While you’re playing it, 
it’s a creature spell. When it resolves, it becomes a creature. 

Instant and sorcery spells go to their owners’ graveyards when 
they resolve. All other types of spells become permanents when they 
resolve. 

See also Stack. Compare Permanent. 


When you first learn how to play Magic, you just play a card and it 
takes effect. But part of what makes Magic a good game is that you 
can play instants and activated abilities, even during your opponent’s 
turn. The stack is what makes this possible. 

You know you can only play spells and abilities when you have 
priority. When you play something, it goes on the stack and waits to 
resolve. Triggered abilities also go on the stack when they trigger. 
When both players are done playing spells and abilities, the stuff on 
the stack resolves top to bottom. And each time a spell or ability on 
the stack resolves, players get priority to add more stuff to the stack. 

Here’s an example. You control Knight Errant, a 2/2 creature. 
Your opponent plays Shock to deal 2 damage to it. The Shock goes 
on the stack. You respond to the Shock with Giant Growth, which 
gives the Knight +3/43 until the end of the turn. Giant Growth goes 
on the stack, on top of Shock. That means the Giant Growth resolves 
first, making the Knight Errant 5/5 until the end of the turn. Then 
the Shock resolves, but it doesn’t deal enough damage to destroy 
the pumped-up Knight. 

What happens if the Giant Growth is played first? The Shock 
goes on the stack on top of it, so it resolves first. It deals 2 damage 
to the Knight—enough to destroy it! When the Giant Growth tries 
to resolve, its target is no longer in play, so it’s countered. 

See also Ability, Priority, Spell. 


A type of ability that’s “on” for as long asthe permanent with the 
ability isin play. For example, Glorious Anthem reads, “Creatures you 
control get +1/+1.” 

Static abilities aren’t played and they don’t trigger. They never 
go on the stack. They just start affecting the game when the perma- 
nent with the ability enters play. Static abilities almost always make 
continuous effects. 

See also Continuous effect. 


‘ 


ot 


Step 


Most phases of the turn are divided into steps. Specific things hap- 
pen during some steps. For example, you untap your permanents 
during your untap step. You draw a card during your draw step. In 
most steps, something happens, and then players get priority to play 
spells and abilities. 

You can look up each step in this glossary. See pages 20-22 for 
more details on the phases and steps in a turn. 

See also Phase. 


Subtype 


Creatures, enchantments, and lands all have subtypes. 

Subtypes of creatures are called creature types, such as Elf and 
Goblin. Subtypes of enchantments are the various types of enchant- 
ments that attach to other permanents, such as enchant creature 
and enchant land. 

Subtypes of lands are called land types. Every land has a land 
type that’s the same as its name. For example, a forest card isn’t just 
named “Forest,” it also has the land type “forest.” 

See also Creature type, Type. 


Swampwalk 


A creature ability that makes the creature unblockable as long as the 
defending player controls a swamp. 
See also Landwalk. 


To turn a card sideways. When a permanent is tapped, it usually 
means it’s been used for the turn. Once a card becomes tapped, you 
can’t tap it again until it’s been untapped. 

Creatures tap to attack. You tap lands to get mana from them. 
Many permanents have activated abilities with @ in their costs. (¢ 
means “tap this permanent.” ) 

Sometimes an effect will tap a permanent. If this happens, you 
don’t get the effect you’d get if you chose to tap your permanent 
yourself. For example, Twiddle reads, “Tap or untap target artifact, 
creature, or land.” Prodigal Sorcerer’s ability reads, “@: Prodigal 
Sorcerer deals 1 damage to target creature or player.” If you play 
Twiddle to tap the Sorcerer, it won’t cause the Sorcerer to deal 1 
damage. 

See also Activated ability. 


Target 


When you see the word “target” on a spell or ability, you have to 
choose one or more things for the spell or ability to affect. Most of 
the time, you'll only be able to choose certain kinds of things, such 
as “target red permanent” or “target creature or player.” 

You choose the targets for a spell or ability when you play it. 
You can’t change your mind later. When the spell or ability resolves, 
it checks the targets to make sure they're still legal. If none of the 
targets are legal, the spell or ability is countered. 

See also Legal target, Resolve. 


Text box 


The square on the bottom half of the card. The text box contains 
abilities, flavor text, and reminder text (text that reminds you about 
a rule). Remember that words in italics (italic text looks like this) 
don’t affect the way the card works. 

See also Flavor text. 


Theme deck 


A ready-to-play deck that uses cards from a particular set (or sets). 
You can play theme decks against each other right out of the box. 
Seventh Edition has five theme decks, one for each color. When 
you’re just starting to play Magic, modifying theme decks is a good 
way to start designing your own decks. 

Each of the expert-level sets has theme decks, too. 


Token 
See Creature token. 


Toughness 


The number to the right of the slash in the lower right corner of 
creature cards. Toughness represents how much damage a creature 
can take in one turn before it’s destroyed. Only creatures and artifact 
creatures have toughness. 

See also Power. 

Trample 

A creature ability that lets the creature’s extra damage spill over to 
the defending player when it’s blocked. You won't find this ability 
on Seventh Edition cards, but you will in other sets. 

When a creature with trample is blocked, you have to deal at 
least enough of its combat damage to the creatures blocking it to 
destroy all those creatures. Then you can have any of its damage C55.) 


that’s left over “trample through” to the defending player. 
See also Combat damage. 


Trigger event 


The first part of a triggered ability. The trigger event tells you when 
the ability triggers and goes on the stack. For example, a trigger 
event might read, “Whenever a creature comes into play, ...“ or 
“At the beginning of combat, .. .” 

See also Triggered ability. 


Triggered ability 
A type of ability that automatically goes on the stack when some 
specific thing happens. You don’t play a triggered ability—it just 
goes on the stack when its trigger event occurs. 

For example, Venerable Monk reads, “When a 
Venerable Monk comes into play, you gain 2 life.” The oh 
trigger event is the Monk coming into play. When that 

/ happens, the Monk’s ability goes on the stack. When it 
resolves, you'll gain 2 life. 

Triggered abilities always contain “when,” “when- a an ae 
ever,” or “at” (asin “at the beginning of combat”). You can’t decide 
to ignore or delay a triggered ability. Once it goes on the stack, it 
will resolve. 

See also Trigger event, Comes into play. 
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Turn 


Each turn is divided into phases, and most phases have steps. Here 
are all the phases and steps in order: 


1. Beginning phase 
a. Untap step 
b. Upkeep step 
c. Draw step 
2. Main phase 
3. Combat phase 
a. Beginning of combat step 
b. Declare attackers step 
c. Declare blockers step 
d. Combat damage step 
e. End of combat step 
4. Main phase (again) 
5. End phase 
a. End of turn tep 
b. Cleanup step 


56 You can look up each of these steps in this glossary. 
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Type 
Most things in Magic come in types. There are six types of cards, four 
types of permanents, three types of abilities, five types of basic 
lands, and lots of different enchantment types and creature types. 
See also Card type, Creature type, Permanent type. 


Unblockable 


When a creature is unblockable, it’s impossible for the defending 
player to block it. 


Unblocked 


A creature can only be an unblocked creature if it’s attacking and 
the defending player has decided not to block it. 


Uncommon 
See Rarity. 


Untap 
To turn a tapped card upright. The first thing you do each turn is 
untap all your permanents during the untap step. Also, some effects 
can untap permanents. 
Untapping permanents lets you use them again. 
See also Untap step. 


Untap step 
The first step of your beginning phase, when you recharge all your 
permanents by untapping them. No one can play any spells or abili- 
ties during this step. 
See also Untap. 


U pkeep step 
The second step of the beginning phase. You don’t need to worry 
about the upkeep step if you’re only playing with Seventh Edition 
cards, but you'll see it in other sets. 

The upkeep step happens right after the untap step. Abilities 
that trigger during upkeep go on the stack, and players can play 
instants and activated abilities. 

Once both players are done playing stuff, you move on to the 
draw step. 


Wall 
A special creature type that keeps the creature from attacking. 
Every Wall has “(Walls can’t attack.)” in its text box to remind 
you of this rule. Walls make good blockers, though. 
Walls are still creatures, so spells and abilities that affect 
creatures will affect them. 
See also Creature type. 


W hen/whenever 
If you see “when” or “whenever” in an ability, you know it’sa 
triggered ability. The part of the sentence that starts with “when 
or “whenever” is the trigger event. That’s what will cause the 
ability to trigger and go on the stack. 
See also Trigger event, Triggered ability. 
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Winning the game 
There are two ways to win a game of Magic: 
e Reduce your opponent's life total to 0 (or less). 
e Wait until your opponent has to draw a card, but can’t. 


You can also win if your opponent concedes. If an effect reduces 
both players’ life totals to 0 life at the same time, the game is a 

draw—nobody wins. The same thing is true if both players have 

to draw a card and can’t. 


When you see X in a mana cost or an activation cost, you get to 
choose the number. 

For example, Blaze is a sorcery that costs x @. Its text reads, 
“Blaze deals X damage to target creature or player.” When you 
play Blaze, you tell your opponent what number you're picking 
for X. If you pick four, for example, Blaze deals 4 damage and 
costs 4 @. If you pick 1, Blaze deals 1 damage and costs 1 @. 


~ You 
The word “you” on a Magic card always refers to the card’s 
current controller. 

See also Control, Controller. 


Zone 
Each area of play in a Magic game is called a zone. A card can be 
in any one of these zones: library, graveyard, hand, in play, stack, 
58 and removed from game. 


Questions? 


Contact the office nearest you. 


U.S., Canada, Asia Pacific, and 

Latin America 

Wizards of the Coast, Inc. 

attn: Magic Questions 

P.O. Box 707 

Renton, WA 98057-0707 

U.S.A. 

Tel: 1-800-324-6496 
(within the U.S.) 
1-206-624-0933 
(outside the U.S.) 

Fax: 1-425-204-5818 

Email: questions@wizards.com 
(for rules questions) 
custserv@wizards.com 
(for all other concerns) 


U.K., Eire, and South Africa 
Wizards of the Coast, U.K. Ltd. 
attn: Magic Questions 
P.O. Box 61 
Maidenhead 
Berkshire SL6 1FX 
ENGLAND 
Tel: 0345-12-55-99 
(within the U.K.) 
+44-1628-780-530 
(from the Republic of 
Ireland and other countries) 
Fax: +44-1628-780-602 
Email: uk@wizards.com 


European Headquarters 
Wizards of the Coast, Belgium 
attn: Magic Questions 

PB 2031 

2600 Berchem 

BELGIUM 

Tel: +32.70.233.277 

Fax: +32.70.233.288 

Email: custserv@wizards.be 


France 

Wizards of the Coast, France 
attn: Magic Questions 

BP 103 

94222 Charenton Cedex 
FRANCE 

Tel: 01.43.96.35.65 

Fax: 01.43.96.52.53 

Email: custserv-fr@w izards.com 


Italy 

Wizards of the Coast, Italia srl 
attn: Magic Questions 

Via G.Stephenson 43/a 

20157 Milano 

ITALIA 

Tel: +39.02.39005006 

Fax: +39.02.39005009 

Email: wotcit@tin.it 


60 


Credits 


Original Magic Game Design: Richard Garfield 

Game Design and Development: Randy Buehler, Charlie Catouto, Michael 
Donais, Mike Elliott, Robert Gutschera, William J ockusch, Mark 
Rosewater, Henry Stern, and Teeuwynn Woodruff 

Starter Game: Teeuwynn Woodruff, Charlie Catouto, Brady 
Dommermuth, and Michael Donais 

Editing: Bill “Quill” McQuillan, Mark L. Gottlieb, Del Laugel, and Darla A. 
Kennerud 

Magic Lead Design: Bill Rose 


Flavor Text: Daneen McDermott, Bill “Quill” McQuillan, Dave Noonan, 
and Teeuwynn Woodruff, with contributions from many talented 
others 

Art Direction: Ron Spears and Dana Knutson 

Graphic Design: Daniel Gelon, Jason Starling, and Shannon Krig-Wallace 

Digi-Tech: Brian Dumas, Joe Fernandez, Chris Hanis, Jennifer McPhaill, 
and Stephanie Wetzel 

Play Guide Design and Illustration: Stan Shaw 

CD-ROM Producer: Fred Royal 

Original Magic Graphic Design: J esper Myrfors, Lisa Stevens, and 
Christopher Rush 


Brand Management: J oe Hauck, Nathan Sherman, Kyle Murray, Randy 
Bruhl, and Tyler Bielman 

Product Management: Wendy Wallace and J ames Szubski 

Production Management: Gretchen Tapp 

Marketing Management: Sherri Arnett 


Thanks to all of our project team members and the many others too 
numerous to mention who contributed to this product. 


Special thanks to Peter Adkison for recognizing good ideas while having 
them himself, and for recognizing good people while being one 
himself. 


Published by Wizards of the Coast, Inc., RO. Box 707, Renton WA 98057- 
0707, U.S.A. Keep this address for your records. All trademarks, including 
character names and their distinctive likenesses, the * ¢ # @ # @ sym- 
bols, and the pentagon of colors, are property of Wizards. ©1993-2001 
Wizards. U.S.A. patent 5662332. Foreign patent pending. 


